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Introduction 



You are an Interplanetary Spy. You are about 
to embark on a dangerous mission. On your 
mission you will face challenges that may re- 
sult in your death. 

You work for the Interplanetary Spy Center, a 
far-reaching organization devoted to stop- 
ping crime and terrorism in the galaxy. While 
you are on your mission, you will take your 
orders from the Interplanetary Spy Center. 
Follow your instructions carefully. 

You will be traveling alone on your mission. If 
you are captured, the Interplanetary Spy Cen- 
ter will not be able to help you. Only your wits 
and your sharp spy skills will help you reach 
your goal. Be careful. Keep your eyes open at 
all times. 

If you are ready to meet the challenge of being 
an Interplanetary Spy, turn to page 1. 




If you are not sure of your number, examine the back 
cover of this book, ; Turn to page 2 . 




Your mission is to guard 
the superathlete An- 
dromeda as she com- 
petes in the first Space 
Olympics— a great 
event open to all the 
civilized worlds in the 
galaxy. You must make 
sure that Andromeda 
finishes the Olympics 
alive. 



Andromeda has been threatened by Gresh, evfl 
master spy from the planet Sharn. To further his 
power, Gresh has tried to take over the world 
closest to Sharn: the peaceful home of 
Andromeda, the planet Nez. 




Gresh ordered an attack on Nez. But his 
starfighters could not break through its invisible 
force dome. For this; criminal attack, Olympic 
officials voted to ban Gresh's planet from 
competing in the first Space Olympics. 





Go on to the next page. 



In retaliation, Gresh and his squad of identical 
clone i agents have embarked on a secret 
mission. Their destination: the site of the first 
Space Olympics. Their plan: kidnap Andromeda 
and sabotage the Olympics. 




Gresh's clones wear special collars. 
Gresh does not. 

Turn to page 4. 




You. have entered the Koromi planetary system 
You are now within range of the Olympic Orbiter 
starting point of the first Space Olympics You will 
receive more information about your mission after 
you have docked your starcruiser. 




ta£ttTSS£ ^ StarCrUiSer ' S docki "9 H ate 




Go en to the next page. 



Your computer flashes a readout of the orbiter's 
docking plate. To get an exact fit, your cruiser's 
plate should be the reverse image of this design: 





Which one of these is the reverse image? If you're not 
sure how your docking plate should look, hold the read- 
out of the orbiter's plate up to your ship's mirror. The im- 
age you see will be the correct design. 




"ji><^ 



Is this the 
correct design? 
Turn to page 11. 



Is this the 
correct design? 
Turn to page15 . 




You entered the correct field. You board the Olym- 
pic Orbiter. At the entrance portal, you are greeted 
by the director of the Olympics. 





"Welcome, Tigerstar," he says. "As Olympic director, I 
have been secretly informed of your mission by Spy 
Center. I must warn you that a person fitting Gresh's de- 
scription has already been spotted. It could be Gresh or 
one of his clones." 




The director guides you to the main Olympic hall. "We 
have not told Andromeda of the threat against her," he 
says. "Nothing can be allowed to ruin any athlete's con- 
centration on the games! You must protect Andromeda 
from Gresh without her knowing it." 



Turn to page 8 . 



You enter the main Olympic 
hall. Athletes from all over 
the galaxy are preparing for 
the start of the competition. 
You scan the area for any 
sign of Gresh or his clones. 




An announcement echoes 
through the main hall: "All 
athletes please report to the 
special training areas. Check 
the Olympic data panels for 
your appropriate area." 

It's time to find Andromeda! 



Turn to page 10. 



You check the nearest data panel and discover 
that each special training area is supplied with a ' 
different type of air. You and Andromeda breathe the 
same type of air, so you wtti both be reporting to the 
same training area. 

This is a model of the type of air you and Andromeda 
can breathe: 




To enter the correct special training area, select three of 
the six grids below. When they are put together, they 
should represent the type of air you and Andromeda can 
breathe. Their numbers will tell you which training area 
to report to. 




2-5-6? 3-4-5? 
Turn to page 21. Turn to page 16. 




Good. Your docking plate fits the ort>iter's perfectly. 
While you wait for the entrance tubes to be attached to 
your cruiser, you receive additional information from Spy 
Center. 

To protect Andromeda, you will be disguised as an 
Olympic athlete from the planet Frexia. Your code name 
is: 




For protection from alien disease, Frexians often wear 
helmets in their travels. Your helmet has been specially 
designed by Spy Center to help you on your mission. 



It will serve as your 
disguise, and it will 
also record every- 
thing that happens 
during your mission 
for Spy Center's 
data files. 



Focus your eyes on Jhis scanner to activate the record- 
er. Then go on to the next page to find out about your 
helmet's secret feature. 





Go on to the next page. 



Your eye color will determine the secret feature of 
your helmet. 
















If you have brown or 
blue eyes . . . 


If your eyes are ha- 
zel, green, or any 
other color ... 


You can safely use 
the X-ray Scope. It 
will allow you to see 
through walls up to 
six inches thick. It win 
work only once. 


You can use the ESP 
Boost. It will allow 
you to see up to one' 
minute into your own 
future. It will work 
only once. 


Determine the feature that you can use safely and 
prepare to board the Olympic Orbiter. 



Qo on to the next page. 



To board the Olympic Orbiter, you must go through 
one of the entrance tubes attached to your cruiser. 




Use the tube that leads to the Olympic Orbiter's gravity 
platform. 
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You can go under a tube. 

Turn to page 14. 




Good! You are now on the orbiter's gravity plat- 
form. Here you can get an artificial gravity field that 
will allow you to move about freely in the orbiter. 
The orbiter has a weightless environment. 




This is a bio-scan of a human gravity field. Only one of 
the artificial fields in the readout below contains a hu- 
man field within it. Step through the field which contains 
the human field and then board the Olympic Orbiter. 
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Turn to page 7. Turn to page 60. 



You've selected the wrong plate! Your ship is 
rejected for landing! 




You have just a few seconds to adjust your docking 
plate before you pass out of reach of the orbiter. 





Is this correct? 
Turn to page 11. 



Is this correct? 
Turn to page 40. 




TTie mendelum energy triangle is locked in. It's a 
good fit! You maneuver your sled to the launching 
chute. 





Andromeda's sled is already speeding toward the chute. 
Your sled's power te at maximum. Press the launch 
button. 




Turn to page 18. 



18 



Your sled soars through Zet's atmosphere. It's a 
perfect launch! You're right on course for Vecto. 



You're about to eject your own energy triangle 
when you see a third sled. It's heading straight for 
Andromeda! She swerves off course to get out of 
the way, but in a matter of seconds, the third sled 
will smash into her. 




Through the viewport you spot Andromeda. She's way 
ahead of you and moving fast. To lighten her sled and ; 
pick up speed, she ejects her burned-out enerav 
triangle. »j 

Go on to the next page. 



v >u switch on your communicator, but the third sled 
doesn't respond to your call. 

Go on to the next page. 



There's not enough time to warn Andromeda, but 
you have an idea: If you can eject your energy tri- 
angle into the intruder's path, it may knock his sled 
away from Andromeda. The computer will tell you 
when to do it. 7 t 



































• ■si 


ntru 


ider 
















** 






r — « 
















\ 


tr.. 


Yoi 


\ ,. 

i 












e. — >_ 


\ 




-c 














7 


f. 
















An 


iror 


ned 






















































. 























Press the only button you haven't used yet. (If you're not 
sure which buttons you have already used, check page 
17 and page 19.) Eject now! \ 
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page 




, Page - 


page 


96* 




40. 


28. 



You enter special training area 2-5-6. Good! The 
air in here is 0-28. It's a little thin, but you can 
breathe it. 
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You see Andromeda 
for the first time. You 
introduce yourself as 
Tigerstar from the 
planet Frexia. She in- 
vites you to join her 
and the other 0-28- 
breathing athletes for 
a briefing on the 
Olympic events. You 
accept. She does not 
seem to suspect that 
she's in danger. 



Turn to page 22. 




In the briefing room you and 
dozens of other 0-28- 
breathing athletes hear the 
first Olympic report: 
"Greetings, athletes of the 
galaxy, and welcome to the 
first Space Olympics! You 
have all proven yourselves in 
individual trials on your home 
worlds. 



%1 




"The Olympics are taking 
place on and around the five 
planets of the Koromi Plan- 
etary System. Successful 
completion of each event will 
lead you directly to the next 
one. 

The first athlete to complete 
the course will earn the title 
Champion of the Galaxy The 
awards ceremony will take 
place on the fifth world. 
Vikalpa. 



mi 



"All athletes will now report 
to the transporter booths to 
get to the opening ceremony. 
Good luck, and may the best 1 
being win!" 



Turn to page 24. 




The transporter targets your exact beam-down location " 
on the planet's surface. 




When all of the transporter's target lines are perfectly 
straight, you will have three seconds to beam down. 




Go on to the next page. 



25 




Are all of the target lines straight? 
The circle is not a target line. 

No? Turn to page 6. 
Yes? Tum to page 34. 




The energy triangle is locked in, but you selected 
the wrong mounting panel! The power levels are 
dangerously tow, and there's no time to switch 
panels. 




Your sled travels up the launching chute. 
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The climb seems to 
take forever. Finally 
your sled approaches 
the end of the chute. 
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You exit, but you drop 
like a stone and land in 
the Zettian mud. It may 
take a month to dig you 
out. A Zettian month is 
126 days! 
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Go on to the next 
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It worked! 



Lju'd like to follow him, but there's no time. You 
jst help Andromeda. Her sled has just entered 
» Sky Tunnel: a twisting, high-speed course cut 

trough the thick atmosphere of the planet Vecto. 




Your energy triangle knocks the third sled aside. , 
Andromeda is safe, and now the intruder is signal-] 
ing you. You see him on your ship's viewscreen. 
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It's one of 
Gresh's clone 
agents! "You're ; 
no athlete," he 
says. "You're not 
competing with 
Andromeda. You're 
protecting her! 
We'll soon find 
out who you really 
are!" Then he 
speeds away into 
the darkness. 



Entrance 



You pilot your sled to the tunnel entrance and dive in 
after Andromeda. She's still trying to keep her sled on 

course! . j; 



Go on to the next page 



Go on to the next page. 



You can see Andromeda up ahead, struggling t radi0 Andromeda. "This 1 is Tigerstar. Prepare 
JfoTc^ ™ e ll°H ^L^i^!?" 6 !* 3 ' 1 - You in Jr perception. I'll lead you back to theSky 

runnel-" 



crease your speed to keep up with her. 





Your communicator receives her distress call. "This is 
Andromeda of the planet Nez. I need help! I was forced 
off course, and now my sled is out of the tunnel. I'm lost 
in these clouds. Here's a readout of my position " 




Staying at the same speed, you program your sled to in- 
tercept Andromeda in twenty seconds. If she continues 
to follow the pattern at the same speed, where will she 
be in twenty seconds? 

A? Turn to page 52. 
B? Turn to page 44. 





The first Olympic event is about to get 
started. Turn to page 36. 



It's time for the first event: the space race. An 
Olympic official gives each athlete three ion discs. 
You take your discs and follow Andromeda to the 
throwing field. 




The official gives the starting signal. You watch An- 
dromeda throw her ion discs at a wall made of mende- 
lum 87-A, a powerful fuel. The discs cut into the surface 
of the wall! You throw yours the same way. 




Go on to the next page. 



The discs burn right through the wall, creating a 
mendelum energy triangle. 




The mendelum energy triangle will be used to power 
your space sled. The sled is a fast and highly maneuver- 
able craft. It will take you to the second planet, Vecto. 




But first you must correctly attach the mendelum energy 
triangle to its mounting panel. 

Go on to the next page. 
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To correctly use the energy triangle to power your sled, 
you must activate the mounting panel that has the same 
shape as the energy triangle. 




Is this the correct Is this the correct 
mounting panel? mounting panel? 

Turn to page 26. Turn to page 1 7. 




Turn to page 6. 



Your vessel spins 
out of control! 
You're on a one- 
way starlane to 
nowhere! 




You're on course for the third planet, Bootea, a 
world whose population died out thousands of 
years ago. On Boolea you will run the Olympic ■ 
marathon. It will take place in a great city the Boo- 
leans once lived in. 




As you fly, Andromeda turns to you and says, "1 have an 
idea, Tigerstar. If we tilt the laser sail down, I calculate 
that we can increase our speed by 50 percent. The first 
athletes to get to Boolea are put at the front of the 
marathon!" 



1 



Go on to the next page. 



■rfte laser sail is connected to a system of pulleys 
gpd belts. If you pull one side of the main belt 
^vvn, the sail will tilt down. If you pull the other 
side down, the sail will tilt up. 




You must pull 
the side that 
will tilt the sail 
down. Be 
careful. If you 
tilt the sail 
up, it may 
overheat! 




Do you pull 
this side down? 

Turn to page 69. 



Do you pull 
this side down? 

Turn to page 33. 



You pilot your sled away from the tunnel and into 
the atmosphere of Vecto. You're miles from 
Andromeda! 




chose the left path. Good! You saw that the 
jrse markers to the right looked different from 
ones you had been following. You tell An- 
jjorneda to continue without you. 
— mm '— — — = " 





You stay behind to pry up the fake markers so that the 
other athletes can continue the race safely. As you do, a 
Boolean statue starts to move. It's coming straight at 
you! 



Suddenly you break through the clouds! Completely lost 
you hurtle through the blackness of space! 



Turn to page 96. 




fc) HE S Jni U V r i e f t0 9r ¥ y° u - but y° u !ea P *> on,. pi | ted your headcraft straight into a tractor 
side and start to run. The statue chases you do** t ' 
a side street and attacks again. t** 11- 





It looks like you're running into a dead end! You search 
quickly for a passageway through the buildings. You se- 
doorways, but only a tunnel will help you safely escape You try to fight the tractor beam, but it's too strong. It pulls 
Which way do you go? your headcraft down. The clones have prepared a Irttte 

It will be your last! 




To the left? 
Turn to page 77. 



To the right? 
Turn to page 32, 





u must reach the Olympic Stadium on Akto-Ja- 
L Above the stadium, each athlete must move 
S or her acrobot through a series of leaps, turns, 
and rolls. 





bu descend into the atmosphere of Akto- 
azen.You see the Olympic Stadium below. You are 
reparing to join the competition when a warning light 
ashes. 



Go on to the next page 





Some kind of vortex is approaching! It's like an , 
tra-high-force tornado moving toward the Olym p ', 
Stadium! But there has never been a vortex on 
Akto-Jazen before. The vortex must have been 
generated by Gresh! 




You try to fly around it, but the vortex is scrambling you 
computer readout. You must warn Andromeda! Find the 
Olympic Stadium in the scrambled readout, and fly your 
acrobot toward it. 




Is the stadium on 

the left? 

Turn to page 73. 



Is the stadium on 

the right? 

Turn to page 62. 



J 



You think you see an old Boolean fountain, but 
w hat would that have to do with the humming 
noise? Act quickly! The statue is coming! 




Yo?u get ready to dodge it when a door swings open in 
front of you. 



Turn to page 60. 



52 



You cut through the Sky Tunnel's wall and pilot 
your sled through the foggy atmosphere. 



Your calculations were correct! Your 
sled intercepts Andromeda's. 



You lead Andromeda back to the Sky Tunnel but 
you let her pass in front of you and arrive first at 
the Olympic lasercraft above Vecto. At the finish 
line, a crowd cheers. Andromeda asks if you knew I 
which athlete's sled had gone out of control. You 
tell her not to worry about it and hurry to qet vour 
transportation to the second event 



it 



Go on to the next 

TO 



page. 



You run to the other side of the Olympic lasercraft^ 
dock. The dock is anchored in space above the L 
planet Vecto. 




Here you and a partner will activate a lasercraft to get 
to the next event. The lasercraft is a lightweight sailing 
vessel powered by a beryllium laser. Your destination: 
the third planet, Boolea. 



Turn to page 54. 



m 



In appreciation for your help, Andromeda offers 
be your partner. "I'll navigate," she savs "yZT* 
activate the laser " *"esays. You can 




The clone links his fingers together near his collar. 
He seems to be making a special hand signal. 




Turn to page 56. 



The beryllium laser must be activated so you can 
launch the lasercraft. To activate the laser, you 
must insert these three laser rods into one beryllj- 
um crystal. 




But there are two beryllium crystals. One must be 
the original crystal, and the other must be a fake 
crystal left behind by the done. 

The laser rods will fit into only one of the crystals. 
Which one do you use? 



:B: 



Crystal A? 
Turn to page 39. 



Crystal B? 
Turn to page 41. 



you concentrate your thoughts on the ESP Boost, 
instantly a picture of what you will see one minute 
from now flashes into your mind. 




It's Gresh's face! Either Gresh or the clones must be in- 
side the building. 



Turn to page 66. 
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You pilot your acrobot into the vortex. You're qofno. 
m the nght direction! You move faster and faster as 
you get closer to the center 




Your speed is so great that it carries you past Androme- 
da. You re up above the vortex. 




Below you, Andromeda is spinning slowly in the eye of 
the vortex. She's fighting its pull with her acrobot's 
thrusters. You make radio contact with her 




Go on to the next page. 



"Tigerstar!" she 
says. "I can't fight 
the vortex much 
longer. My acrobot 
doesn't have enough 
thrust!" 




If you can grab hoid 
of her acrobot's wrist, 
you can add your 
acrobot's thrust to 
hers. Then you might 
be able to pull her 
out of the vortex. 



Your computer plots 
Andromeda's spin. 
From which angle 
should you approach 
to get the best grip 
on the flat side of her 
acrobot's wrist? 
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This angle? 
Turn to 
page 79. 






This angle? 
Turn to 
page 65. 


























b 




























































-4— 




Andromed 

III! 


















J 



There's one of Gresh's clones in hiding, waiting 
for you to make a mistake. 

Before you can move, he fires a warp gun at you. 




Go on to the next page. 





Go on to the next page. 



wjfomeda finishes her performance to thunder- 
ous applause from the spectators. At the same 
time, the vortex picks up speed unexpectedly. 





5 Before you can get to Andromeda.the vortex roars 
across the stadium! Andromeda, alone, is pulled into 
the vortex. You fight your way through the powerful 
. winds surrounding the vortex. You follow 
\ Andromeda inside. 




Turn to page 64. 
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Andromeda ts being pulled into the center of the 
vortex. You must get to her. The computer shows 

winds VOfteX ' S madS UP ° f ^ different s P ira «n 9 
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One of these spirals leads to Andromeda. The other spi- 
ral leads to a fierce, circling wind that may damage your 
acrobot. Which way do you go? 
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To the left? To the right? 

Turn to page 58. Turn to page 1 1 4. 



you opened your acrobot's hand too wide. You u 65 
^'t 9 et a {J 00 * 1 9 n P on Andromeda's acrobot's \^ 
wrist. 




Turn to page 40. 

II ! 



The statue is right be- 
hind you. 

You find an unlocked 
door. You quietly slip 
into the building. 



It was two of Gresh's clones that you saw with your hel 
met's secret feature. You can tell that they're clones by 
the special devices on their collars. 




You can see that the statue is really a powerful android 
The clones are operating it by remote control. Their con- 
troller was making the humming noise 




The clones see you, and before you can make a move, 
one of them escapes through a back door. 

Go on to the next page. 



ffie android smashes through the roof as the re- 
gaining clone speaks to you. "You must be the In- 
terplanetary Spy Gresh warned us about. Our in- 
formants told us that one of the athletes was really 
a spy- Now we know that it's you." 




Turn to page 68. 
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You see that the android can be operated by mov 
ing a set of control bars. When the control bars ar 6 
moved, the android's body moves in the same 
way. 




You must position the control bars to stop the android's 
attack. 




This position? 
Turn to page 107. 



This position? 
Turn to page 82. 



You tilt the sail down. The move works beautifully! 
Your lasercraft speeds away from the pack. 



69 




You and Andromeda touch down smoothly in the heart 
of the Boolean city. You're the first athtetes to arrive on 
the planet. 




The marathon is a 
footrace 36 kad-miles 
long. The course winds 
through the back streets 
of the Boolean city. 
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To show you the way, 
Olympic course mark- 
ers have been embed- 
ded in the surface of 
the street. 



The athletes line up in the order of their arrival on 
Boolea. You and Andromeda are at the front. The 
starting signal is given. You're off! 



V 



Go on to tho next page. 




The course markers lead you past forgotten buildings 
and statues of the long-dead Booleans. 




Turn to page 72. 




You and Andromeda pull ahead of the other ath- 
letes. In front of you, the course markers branch o* 
to form two paths.. That's one path too many! 




This must be one of Gresh's tricks. One set of course 
markers is fake. 
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Go on to the next page. 




•me acrobot's head is launched from the main 
Ijo^y in four steps. The computer does the first 
fa f ee automatically. 




Seal Off 
Main 
Body 



Arm 
2 Head 
Rockets 



Disconnect 
3 Head 
Mounts 



You must enter the final command. Follow the computer 
pattern and select the final command to launch your 
acrobofs head. 



A 
A 



■ 

$ 


C3 


A 


[=1 


1=1 





A A 
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■ Is this the Is this the 

final command? final command? 



Turn to page 86. 



Turn to page 92. 




The rocket fuel explodes. This mission is over! 




vi!, 




You decide to use your helmet's secret feature to find 
out what's inside the building. The humming noise may 
have something to do with the statue. 



If you can use If you can use 

the X-ray Scope, the ESP Boost, 
turn to page 78. turn to page 57. 

If you don't remember which feature is yours, 
check page 12. 
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You move closer to the building. You focus your 
eyes on the wall to trigger the X-ray Scope. 




Instantly a picture flashes before your eyes. What is it? 



Is it an old Boolean fountain? 
Turn to page 51 . 

Is it Gresh or one of the clones? 
Turn to page 66. 




"I tried," she says, 'W 
the head wouldn't sepa- 
rate from the main body 
of, the acrobot. I think my 
computer's been 
sabotaged!" 




Go on to the next page. 




You see a strange craft in the distance, and a 
voice hisses from your radio, "f've come myself 
this time, Spy. You've interfered with my plans for 
the last time." 



I 




You quickly scan the craft. Gresh is piloting a ramming 
ship, and it's coming straight at you! 




Go on to the next page. 



Within seconds, Gresh and his ramming ship will 
tear your acrobot apart — unless you can fly your 
acrobot's head away from the main body. 





You can leave the acrobot's thrusters behind to keep 
Andromeda out of the vortex, but you must act quickly. 
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Turn to page 75. 



It worked! The android stands quietly— like any 
other statue in the Boolean city. 




You find your way back to the course. You run quickly to 
catch up with Andromeda and the other athletes. They 
must be far ahead of you by now. 




Go on to the next page. 



you're the last runner to cross the finish line. 
There's no sign of the other clone, and Andromeda 
has already moved on to the next event. 





You jump into a waiting hovercraft, which takes you to 
the acrobot you will use in the next event. 




Go on to the next page. 




Andromeda and the other athletes are already piloting 
their acrobots to the fourth planet, Akto-Jazen. You 
quickly enter your acrobot s head. 





Qo on to the next page. 




To fly the acrobot, you 
(nust fit your hands and 
legs into the flight controls. 
Trie flight controls contain 
sensors that will signal the 
acrobot's body to move 
exactly as you do. 




The flight controls are designed to fit human and 
Frexiart body shapes. But they can also be used 
by other athletes with different body shapes. Select 
the set of controls on this computer field that fits 
your body shape. 



Hands 



Feet 



This set? 
Turn to page 48. 



Hands 




Feet 



This set? 
Turn to page 6. 
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You entered the correct command! Your aerobe*' 
head is launched from the main body. 




Go on to the next page 



If you can land your headcraft on the back of 
Gresh's ship, you might be able to force it down to 
the planet's surface. You must avoid the razor- 
sharp spikes protecting Gresh's ship. 





Your computer readout shows two places on 
the back of Gresh's ship where you can land your head- 
craft. Select the place where you can land safely be- 
tween the spikes. 




(2) 

You picked the upright 
gyroscope position. Your 
headcraft is stabilized. You 
speed after Andromeda 
and Gresh. 




You make it halfway to Vikalpa. In the distance you see 
the Galactic Communications Satellite. News of the 
Olympics is broadcast from this satellite to every olanet 
in the galaxy. K 




Go on to the next page. 



Before you can signal the other headcraft, a beam 
mills it do wn to ihe satellite below. 




Go on to the next page 



The readout shows that there are three tractor 
beams in each of six zones. The tractor beam- 
are activated in a regular pattern. 



Tractor beam pattern: 
1— AB 2— AC 3— BC 4— ACS— AB 6— AC 



You must pilot your headcraft around the tractor beams 
to land safely on the satellite. 




Will you Will you Will you 
land hero? land here? land hero? 

Turn to Turn to Turn to 
page 96. page 108. page 47. 




Gresh escapes into a waiting starship, but the clones 
are left behind. You're not going anywhere. 




The bomb will explode in 10 seconds! 





You decide to go to the right. You move quickly to 
make up for lost time. But you run straight into a 
force field. The course markers you followed were 
fake ones planted by Gresh. 




You discover that the force field is just one wall of an in- 
visible box. You can hardly breathe in it. The box shrinks 
until you can no longer move. 




Qo on to tho noxt pago. 



Yhe clones spin around to attack you. You must 
stop them, or Gresh will be able to carry out his 
olan to destroy Andromeda and the other athletes. 




You realize that the clones on Boolea and Vecto raised 
their hands up to their special collars just before they 
disappeared. Your helmet recorder instantly replays the 
scene. 




Turn to pago 115. 



Look out! You are spotted by a fast-moving robot 
salvage craft that just happened to be in this 
sector. 



Before you can complete your mission, you and 
your vessel will be dumped in an Interplanetary 
Junkyard! 




You link your fingers 
together and hold up 
your hands, palms 
out. 




You spin around quickly to signal the collar on every clone 
in the broadcast room. 




ft works! One by one, every done disappears. Atom by 
atom, they vanish into thin air. 




Including the clones that were guarding Andromeda! 



Turn to page 98. 
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But Gresh doesn't disappear. He jumps up from 
the floor and activates the antimatter bomb. "You 
have three minutes to live," he says. 




Andromeda is right behind Gresh, in a good position to 
strike at him. She could get to him, if he doesn't see her 
first. To get his attention you call out, "Gresh, don't 
move!" 




Gresh swings around to face you. He has a blaster! He's 
about to squeeze the trigger ... 



Go on to the next page, 




You and Andromeda use 
the broadcast cables to tie 
Gresh up. Andromeda 
stands guard over the fall- 
en master spy, but his 
antimatter bomb will ex- 
plode in less than three 
minutes. 




Turn to page 116. 



The antimatter bomb explodes with a tremendous 
roar! The satellite collapses into nothing. Unfortu- 
nately, you're inside the satellite. 



you fit between the spikes and land your headcraft 
safely on the back of Gresh's ship. You fire your 
overhead rockets. 




In seconds Gresh will be forced down to the planet's 
surface. 




As you pilot your headcraft away, you can see a 
piece of Gresh's ramming ship falling away. The 
ship seems to be coming apart! 



Turn to page 102. 




In the distance you see Andromeda's acrobot clearly. k 
She's OK! The vortex controls were destroyed along 
with Gresh's ship. 



Go on to the next page, 




"Tigerstar," she says, "I checked in with the other ath- 
letes by radio. They thjnk that the vortex was just a freak 
storm. But they didn't see that ramming ship. I want to 
continue the Olympics, but you must tell me what's go- 
ing on." 



Them's only one more even^-the headcraft race to the 
planet Vikalpa. You're not supposed to tell Andromeda 
about Gresh's threats against her. But if you don't, she 
may not finish the Olympics. 



Oo on to the next page. 



104J You rewind your helmet's recorder, place the he*. 

<S met on Andromeda's head, and set the recorder on 
fast forward. Within seconds, Andromeda sees the 
helmet's recording of your mission. She learn* of 
Gresh's attacks on her and the Olympics. 




You're about to follow Andromeda in your own headcrafl 
when you spot something moving near the wreckage of 
Gresh s ship. 




Go on to the next page. 



Gresh! He's piloting the piece of his ramming ship 
that had fallan away! You steer your headcraft 
away as the screwlike piece streaks into the air. 




It slams into your headcraft, sending it into a wild spin. 
As you try to stabilize, Gresh appears on your screen. 




"Goodbye, Spy!" he says. "And thank you for convinc- 
ing Andromeda to continue. )n a short time my clones 
will intercept her. She'll never make it to Vikalpa!" 



Go on to the next page. 



Your computer gives 
you a damage report. 

An on-d ash board gyro- 
scope usually keeps 
your craft in an upngfn 
position. 
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But the collision with 
Gresh's ramship has caused 
the gyroscope to spin wildly. 



As the gy roscope spins, your craft spins with it. 




To stabilize your craft you must return the gyro- 
scope to its normal, upright position. 




Is this the 
upright position? 
Turn to page 1 14. 



Is this the 
upright position? 
Turn to page 88. 



The android tries to twist itself into the same posi- 
tion as the control bars you've set. But it's 
impossible. 

The android's circuits begin to overload! It smashes 
vtrildty through the building. 



You're trapped in the rubble. It may take days to get out. 



You make it past the tractor beams and land safe- 
ty. You (eave your headcraft and enter the satellite 
through an unguarded airlock. 




You search for Andromeda, moving closer to the main 
broadcast area. You turn a corner, then pull back 
quickly. 





You've found the top Olympic athletes— and the satel- 
lite's crew. They've been captured! There are clone 
guards everywhere. You have to be careful. 
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Go on to the next page. 



You sneak past the done 
guards. At the end of a 
long hallway, you peer 
through a thick glass 
window into one of the 
broadcast rooms. 




Andromeda is in the broadcast room — and so is Gresh! 
A circle of clones guards Andromeda as Gresh prepares 
to broadcast a message to the entire galaxy. 




Turn to page 110. 



Youve been captured! "Keep your mouth shut" 
says one of the clones, as they drag you into tha 
broadcast room. 




Oo on to the next page. 



You stand by helplessly as Gresh snarls a mes- 
sage that is broadcast to the entire galaxy. "These 
Olympics are nothing but an insult to my planet," 
he says. 




"But I will teach the so-called civilized worlds a lesson. I 
will soon activate this bomb. It will generate and release 
a slab of deadly antimatter. 




"When the antimatter is released, it will destroy every- 
thing in a 10-kad-mile radius. Your best athletes are my 
prisoners, and they are doomed!" 



Qo on to the next page. 




As Gresh prepares to press the button, you notice 
that one of the broadcast cables is looped around 
on the floor right where he's standing. If you can 
give the cable a hard yank, you might be able to 
pull Gresh off his feet. 




The bomb's chamber glows brightly as the positive 
matter takes shape. It's a different color, but exact- 
ly the same shape as the antimatter! 



Positive matter Antimatter 




The entire satellite vibrates as bit by bit the positive mat- 
ter deactivates the deadly antimatter. You did itt 




When the last bit of antimatter has faded away, two 
Olympic Security police enter the room. 



Turn to page 119. 



Out of control, your vessel is thrown to the planet'' 
surface. 




You crawl from the wreckage, but you're not alone. The 
crash has attracted some of the local animal life. You've 
dropped in just in time for dinner. Their dinner! 



When the clones link their fingers together, they ((115 
are making a hand signal that activates the special 
device on the collars they wear. The collars dema- 
terialize the clones! 




If you can make the same hand signal with your hands, 
you may be able to activate the special device to dema- 
terialize the clones. 

What does the hand signal fook like if you are looking at 
your own hands when you look at it? 









Is this 


Is this 


Is this 


the 


the 


the 


hand 


hand 


hand 


signal? 


signal? 


signal? 


Turn to 


Turn to 


Turn to 


page 60. 


page 97. 


page 118. 



The antimatter is already forming in the bomb's 
chamber. Two minutes from now, the bomb's 
chamber will open, and the antimatter wHI be 
released. 




When the antimatter comes into contact with positive ) 
matter, it will explode. To deactivate the antimatter, / 
you must generate a slab of positive matter that is / 
exactly the same shape as the antimatter. / 



Go on to the next page. 



you must program the bomb to generate the posi- Kl 1 7 
tjve matter. ^ — 




The computer readout shows two designs. They're 
similar, but one is an exact reverse shape of the 
antimatter. Select the design that is the same shape 
las the antimatter, and lock it in. 




Is this the 
same shape as 
the antimatter? 
Turn to page 100. 



same shape as 
the antimatter? 
Turn to page 113. 




The clones drag you away from the broadcast 
room. They lock you into an empty storage area 



The security police have captured the rest of the 
clones. The Olympic athletes are free! 





There's nothing you can do but wait for the antimatter 
bomb to explode. 



You and Andromeda hand Gresh over to the head of 
Olympic Security. "Gresh will stand trial for his crimes,"] 
he says. "And the government of Sham has offered to 
sign a peace treaty with Andromeda's world to make 
amends for what Gresh has done." 




Turn to page 100. 



Go on to the next page. 



As Gresh is led away, members of the Orymot, 
Council arrive in the broadcast room. 



"The whole galaxy saw how you risked your lives to 
save the Olympics," the Council president says. "Proof 
of your bravery was broadcast to every civilized world. 
We have decided to award both of you the title Chamot- 
on of the Galaxy!" 




You thank him, but you telf him that you can't accept the 
award. "Andromeda is the one true champion," you say. 
"Even though her life was in danger, she was deter- 
mined to finish the Olympics." 



Go on to the next page. 




The other Olympic ath- 
letes congratulate you 
and Andromeda. Then 
the Olympic director 
calls you aside. You fol- 
low him to a space han- 
gar. He shows you an 
Olympic starcruiser. 

"You've done a good job, Tigerstar," he says. "Use this 
ship to return Andromeda to her home world. The Nez- 
zians have planned a great celebration for both of you. 
You are both true Champions of the Galaxy!" 




You and Andromeda board the starcruiser. You beam 
the recording of your mission to Spy Center for their 
data files and set a course for Nez. Your mission is a 
success! 




